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IN THIS ISSUE... 


q What Are 
You Reading? 


Out of the two VNs we've been 


reading this month, the PSX 
‘ eCWw = title L no Kisetsu is definitely 


the more interesting one. 


Get our spoiler-free thoughts 
on this weird game, and a 
good look at its great art, 
in this 3-page review. 


: j Something 
® Skill Points: Special About... 


— & -— s = j 1 This month, we shine the 
Kirikiri Engine = |) > ss light on Moonshine. 


S\\\, Let's appreciate an indie 
wi \ project that, at least for 
er a short while, stood out 
as a highlight of the 
_y English translated 
= VN library. 
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through a 20-year journey. 


® €-pia! Spirits 


Fate/Stay Night has spawned 

a long legacy, and with a Steam 

release on the horizon, we talk 
about why everyone should 


W h a C | S read the original, and 
S why not everyone will. 


Over There! ? 


ISSUE INTRODUCTION 


Let's take a quick look at the 
contents to get familiar with 
what this magazine offers. 
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Then, we'll ask you folks at home to chime in | | 
with your latest route conquests. | 
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From engine breakdowns to PC98 art. 
Pick up a Skill Point from us! 


There's something special about « every game. | 
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Expect fanart, promotions, 


reader submissions and more! 


the staff! 


This issue is brought to you by: } 


Favourite VN: Tomoyo After ~It’s a Wonderful Life~ 
Favourite character: Tomoko Fuj Jinami (Canvas2) 


ON our official 


website! 


To celebrate the 20th anniversary of 
Fate/Stay Night... have you heard? 
The game is coming back home to PC! 


The Realta Nua version of Fate/Stay 
Night, which incorporates voice acting 
and additional material, will be coming 
to Steam in Japanese, Chinese and 
English. 


Nasu's long wish of a tri-script release 
has somehow come true, and I'm sure 
many are excited about it. 


In conjunction with this, Ufotable 
published the 2nd PV for their 
Mahoutsukai no Yoru adaptation to 
their Youtube channel, so if you haven't 
seen that yet, you're missing out. 

Get hyped! 


IF you've got a Nintendo Switch 
a vemaster of the Another Code 
games has just launched! 


a 


A classic mystery adventure game, 
anyone looking to play detective 
should give this two “pack a try. 


The big name coming to Switch, though not in English, is Tokimeki Memorial. 
Girl's Side 1, 2 and 3 are now cozying up with the fourth game in the Switch 
store. 

These famously beginner-friendly Japanese titles are hallmarks of the otome 
game market, so if you're a fan of pretty boys, keep a lookout for these three 
games! 


Escaping from console jail, the modern Memories Off package, Historia, has 
dropped onto Steam in Japanese and both Traditional and Simplified Chinese. 


You can buy the games individually, or get a whole seven of them for a 
respectable price as a bundle. 


Finally, Petit Game Collection vol.1, a Needy Girl Overdose spin-off collection 
of minigames inspired by retro PC games, has released on Steam in Japanese, 
Chinese and English. 

If you're a fan of stepping on land mines, here's your chance to spend more 
time with Ame-chan. 
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The long awaited translation patch for classic JRPG Linda? is now 
complete and ready to play! 


The translation is for the PSX remake, Linda? Again, and the project 
was led by Cargodin and Esperknight. 


I'll always recommend the original versions of games first, but if 
you're looking for an English script, this is the Way to go. 


If you'd like to thank 
charities listed in thei 


f 


( 


\ 


( MUCUIELC 


) 


Galactic Wars ue 
available In 


You Falco ane 
nds of ours © 


~ While gazing at you, the maiden becomes a princess ~ 
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:In 2023, for a bunch of reasons, I got into an ojousama phase. Article Writer: Rey EW 
:T don't that I dressi , but t Misskey is certainl ; eR eVIE A 
:I don’t mean that I was dressing as one, but my emote usage on Misskey is certainly Takafumi Sakagami %, Hi 

: becoming more flowery and I said “desu wa’ in a video essay, so maybe I'm getting there. 

: What I mean to say is... | started really liking ojousama characters. I've always liked | Hoshikawa Maiki 5 

: them, but suddenly, I felt like seeking out media where characters haughtily “4 S 

: ohohoho and slap “wa at the end of their sentences, and surprisingly Mare dive fal The shy, / 

: 1 (watakushi) couldn't find many VNs that feature such a character. twin-tailed, 

: When you narrow it down to specifically blonde tsundere girls, there’s basically none. 

: Can you believe that? How did this happen? I don’t wanna read manga to get my fix! She uses “watakushi", she says 

: “desu wal", she's almost e 

: So here I am, playing Kimihime, a game from 2011. It’s in 16:9, so that’s strange. ptsundere. Sojclose! 

: I swear you won't see a more modern VN than this for the remainder of C-pia’s run. Me at sixecharascuats 

:It doesn’t have the exact type of ojousama character I was looking for! ...but it has Gator wikln Clean trop Gus 

: something pretty close, at least. Plus, I already had it installed. That was a big factor. ErontwinGis Wn 
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Takamine Kana Si@ #232 


Acting as Student Council President, her 
appearance matches her role. 


She's calm, cool, respected by everyone, 
and incredibly rich. 


She's actually a bit of a prankster, 
the kind of girl who plays with her food. 


Rin here is a super famous and well-loved 7S 
idol, or at least, that's her public persona. | 


She has a harsh personality and is bad 
at communicating, so she has no true friends. 


Don't let the tsun blind you to the dere. rp 


Miyazono} Hitomi 
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Kanamori Satoshi, our game’s protagonist and 
narrator, is the hard-working eldest child of a poor 
family. 
His late father was a Doctor, his ill mother works as 
a hostess to make ends meet, and he has four 

younger siblings to take care of. A real sob story. 


After putting in the effort, he’s accepted as a 
student of a school for rich people... but another 
student decides to pull a prank on him. 

Now everyone at the school believes Satoshi is 
the son of an incredibly prestigious family. 


If that wasn't enough, he’s also chosen to organize 
this year’s performance of the school’s famous 
play, and he receives a magic(?) script that'll help 
him find the right actors. 


There's a lot going on. It’s very goofy and very 
cartoony. The setting is an eclectic mashup of 
nonsense ideas, the characters are all exaggerated 
stereotypes, and the protag’s homelife involves 
three identical younger sisters who go by a singular 
collective name... Also they have a chibi-style pet 
sheep for some reason. 


It's the kind of Visual Novel you just know was 
made by a group of shameless otaku. 


Speaking of shameless, let’s talk localization... 
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Most of the game’s flaws are small things, such as 
inconsistent fade effect usage on character 
portraits and minor programming faults. 

The game's engine... | mean, why does the esc key 
fully exit you out of the game? The amount of times 
I accidentally shut down the game while trying to 
close a menu is ridiculous! 


But there are a couple big complaints I have to air, 
pertaining to the particular version I was playing. 

I chose to play the SolPress English release of the 
game because it conveniently cuts out the adult 
content, and to me that stuff is just boring filler, 
so I prefer when it’s removed. 


Unfortunately this localized version of the game is 
a mess. Some lines go untranslated, some are 
mixed up, some are blank, and as a result, the text 
falls out of sync with the names, sprites and voices. 
The 3 people on QA clearly weren't enough. 


I'm not a modern VN fan, so I don't keep up with the 
zoomer industry gossip, but apparently SolPress are 
(or were) a bit of a disaster. 

Maybe I should've checked their reputation first. 


Also they consistently use apostrophes as quotation 
marks, resulting in sentences written like... 
‘Wegener's Granulomatosis’. 

Call me petty, but... ‘Wegener's Granulomatosis’ 
Look how much nicer that looks! Do that, translators! 


SSatoshiaee 


(TRIS AIS What I’m workinemfor..) 


Now let's focus on the actual story being told. 
While planning the play, we travel the school, 
making friends and roping people into acting 
roles. 

Hoshikawa Maiki is a trained actor, but for 
reasons unknown to us, she’s unable to act. 
Instead, she becomes a coach who helps train 
the cast we collate. 


But that can only happen because we befriend 
Maiki to begin with. That all starts in the opening 
scene, a dance between protagonist and heroine. 
Maiki hates dancing, she can tell our poor hero is 
uncomfortable with it too, and so they end up 
dancing together. 

A mutual discomfort brings them together. 


Once the VN begins proper, Maiki calls upon her 
new dance partner to accompany her to events 
so that she doesn’t have to deal with any other 
partygoers. 


As the two spend time together, Maiki’s maid 
(and our wingwoman) Chloe begins making some 
clumsy shipping attempts, resulting in a scheme 
to lead our leading duo to an empty classroom 
that Chloe can trap them inside. 

She doesn’t quite understand what “giving them 
some alone time” means... 


Taking it in stride, Maiki proposes some dance 
practice in preparation of future parties, and 

before long, the two are sneaking off together 
to dance in an abandoned classroom each day. 


There’s a scene where Chloe is sneakily trying 
to lead the two to the classroom again, and the 
two are just smiling smugly at one another like 
“we'll let her think she’s tricking us.” 

They're both into it and don’t need to be tricked, 
but they humor the poor maid. 


As you can imagine, their friendship grows, their 
wholesome interactions begin to expand from 
this singular classroom, they begin learning more 
about each other, and the cute fluffy romance 
story evolves naturally from there. 
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So we got an ojousama route. My expectations 
on that front were met, my desires fulfilled. 
Those aren't exactly high expectations, are they? 
To be honest, the only reason I have this game is 
because I was making a VN set at a school for 
rich kids and I wanted to play some references. 


2011 is a bit too modern for my tastes. I wasn’t 
immediately into the art style and I didn't think 
I'd like such a goofy setup. When I finally sat 
down to play it, I went all-in on the ojousama. 
Tsundere Rin was a fallback plan. 

My expectations were the archetypes present, 
nothing greater, so... what I didn’t expect was 
how much I liked the rest of what I played. 


Not only did I find myself really enjoying the 
setting and characters, but I loved the home life 
serving as the backbone to the whole thing. 
Yes, the family design is blatantly manipulative, 
but... man, if you show me a scene of some kids 
happily drawing a portrait of their brother with 
crayons, I'm gonna be heartwarmed. 


I fully expected to be annoyed by a trio of 

brats, but instead, I was fighting for my life when- 
ever they proudly talked about how cool their 
siblings are or how pretty the seashells they've 
collected are. I guess I'm at the age where a little 
kid being happy is enough to erase my cynicism. 


These triplets are as tropey as the tsundere. 
The cartoony personalities may put some people 
off. There's a girl so rich, she buys replacement 
shoes daily, unaware you can just clean them. 
It’s goofy, absolutely, and the writing isn’t exactly 
subtle. It’s hammy as hell. 

I'm not normally a fan of that... but it works 
impressively well here. 


Though I only played one route, the charm of this 
game is very clear to me. It’s incredibly heart- 
warming. Everyone is so sweet and I adore it. 

It plays the positivity so straight that it doesn’t 
matter how silly the premise or personalities are. 
Quite the opposite, in fact. The world being so 
bright only makes the happy moments happier. 


There's enough bad in the world; we don't need 
to go searching for it. 
Kimihime is a world more good than bad. 


When they want to feel good, some people look 
at pictures of cute animals, others watch their 
favourite Vtubers, and further more sit down to 
watch a film with a loved one. 

I, for now, will be reading more Kimihime... 

and I'll miss it when I'm done. 


I was a bit of a Watanabe Akio fan, growing up. 
He’s designed characters for a lot of things over 
the years. Recently the Higurashi reboot, but also 
Monogatari, Grisaia, Uchiage Hanabi, and more. 
The older out there may be more interested in 
Magical Canan or the Yamamoto Youko TV series. 
Popotan, anyone? 


Kami nomi zo Shiru Sekai (The World God Only 
Knows) is my favourite anime, so that’s what I 
think of first when the guy’s name pops up... 
Though he also did the initial designs for the 2021 
anime Gyakuten Sekai no Denchi Shoujo, of which, 
heroine Akagi Rin was my favourite character of 
the year, so that comes in as a close second. 


In the last volume of C-pia! I riffed off the design 
work he did for Komugi-chan more than anything 
else in order to design our very own mascot, so | 
think it’s only fair we give recompense. 


So, here’s a game I knew nothing about, didn’t 
read up on at all prior to playing it, and... maybe 
the weirdest VN I've ever played. L no Kisetsu. 


Starting with the art, as that’s why we’re here. 
There are a lot of characters, and they have a 
lot of sprites. There are a bunch of expressions, 
most of which are tied to unique poses. 


There are a lot of poses, and for side characters 
they don't grow old. Some other characters, two 
in particular, get a lot of screentime, so you'll 
definitely grow familiar with the posetexpression 
pairings. 


We even get different levels of zoom, and some 
back sprites too! I always love that. 
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Oh, and the heroines are all fully voiced, which 
is kinda crazy. A large script 1999 console- 
first adventure game with near-full voice acting! 


They're good too, the actors. Horie Yui’s in here, 
voicing an incredibly central character, a year 
before she was Kanon’s Tsukimiya Ayu. 


Unfortunately side and male characters are 


voiceless. It takes some getting used to; some 
of the men are very important to the plot. 
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We've got 3D renders for backgrounds. They 
look pretty good for the time, and they’re 
sufficiently unsettling at the right moments. 
Unsettling? Why would- 

..Forget I said that. 
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The UI is pretty interesting too. We have a 
blend of the two familiar presentation styles. 
For narration, the text fills the screen. For 
dialogue, we get a textbox. 


It's very effective for switching up the mood 
of moments rapidly, which you'll quickly learn 
is a vital part of L no Kisetsu’s charm. 


“THE WEIRDEST VN 
IVE EVER PLAYED” 


Article Writer: 
Takafumi Sakagami 


On the downside, the choice menu is nested 
inside the narration, and it can be hard to not 
accidentally trigger a choice while trying to speed 
through the text. 

I admit to growing impatient and spamming X 
without thought sometimes, but if you were 
playing this game, you'd do the same. 

You don’t know what skipping is like in this engine. 


Luckily there’s a visual indicator (read the manual) 
whenever important things are happening, which 
serves as a good reminder to check the route 
map. Yup, there’s a built-in decision tree viewer. 


Throughout your play, you can check a 3D map 
of your choices, and upon reaching an ending, you 
can play back your journey through this strange 
cubic route system. 

It’s very useful because this is a PSX release, so 
save slots are limited, and you're gonna want to 
keep track of the things you're doing. 

This is closer to YU-NO’s idea of “oldschool” 
than Kanon’s. 


The map starts off overwhelmingly intricate, but 
upon clearing some of it, it gets more manageable. 
No, sorry, wait, it gets EVEN BIGGER. 
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To put it into perspective, there’s a choice at the 
very start of the game that has a drastic impact on 
anything and everything else in the game. 

To rub salt in the wound, it’s an utterly mundane 
moment after a much crazier one: camera or guitar? 


Choosing the camera sets you on the “real” route, 
introducing us to the photography-loving heroine 
Aso Midori. She's proud, she’s curious, and she’s 
logical. 

The protagonist greets her and begins making small 
talk as they head to school, mostly about bugs and 
a strange blue-colored Spider Lily he saw earlier. 
Meaningless small talk, I promise. 


After arriving in the classroom, he finds a strange 
seven-pointed jewel. He doesn’t own it, he doesn't 
know what it is, but it’s in his desk. 

He watches the light from outside pass through and 
reflect upon the glass. And there, reflected within 
the jewel, is the classroom he’s currently in, a 
classroom that should feel familiar. 

The problem is... it doesn't. It isn’t. 

Then some strange things begin happening. 


Choosing the guitar gets us into the “fantasy” 
route, beginning a conversation with the artsy, 
fashionable, piano-playing Suzushina Rumine. 
Once again, you eventually find yourself back in 
the classroom, staring at a jewel the protagonist has 
never seen before. 
Then some strange things begin happening. 
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All the while, there’s that jewel, stuck in your 
hands. It’s something that calls to you, that 
makes you want to keep it. Try to get rid of it, 
and it reappears in your life. It will ruin you, if 
you keep it. 

You have to keep it. 


I have to admit, I've skipped a lot of details. 
Fantasy? Real? What do those mean? And, hang 
on, did I say THE protagonist. What I should’ve 
said is “the TWO protagonists”. 

Indeed, the decision you make at the start of the 
game determines which protagonist you play, the 
outcome of which is... basically two different 
games set in different worlds. 


The same roles are filled, but your clubmates are 
different, your teacher is different, the guy you 
play is different (one of 'ems a bit of a jerk) and, 
well, one of these worlds is more immediately 
strange than the other. 

I'm not here to give any spoilers, but it’s the one 
named Fantasy. 


What I will say is that, uh, number one, I have no 
idea what genre to even call this game, and 
number two, I shouted “WHAT!?” so many times 
while reading it. 

Calling some of the revelations “twists” is a 
disservice to what they are. 

There’s a reason this is in the Fate-themed 
volume of C-pia; it feels quite Tsukihime at times. 


Amidst these two visual novels playing out under 
the same name, we've got some really nice 
features that you wouldn't see often in games 
from the '90s. 


Keywords that are important enough to 
remember are stored away in a little memo note 
area so you can refresh your memory of L no 
Kisetsu’s lore without having to google anything, 
not that you'd have been able to google in 1999. 
Even more reason why games should've all had 
this feature! 
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There are some other stats you can keep track of. 
Affection indicators, a progression tracker, and it’s 
always nice to know your play time. 

Also, to be as light on spoilers as possible, there's 
some meta nonsense going on sometimes. 


So it’s pretty, it’s weird, it’s pretty weird. 

What about the actual reading experience? 
Prose isn't the game's strongest aspect, but it’s 
perfectly fine. Don’t go in expecting god-tier 
writing. 


The cast are a bit hit-or-miss for me, though 
looking at the popularity polls, I'm very aware that 
my taste in characters is quite different to those 
of the moe-seekers. 


It has a tough-looking lady, a sporty tomboy, and 
a sensitive gyaru that I genuinely got very worried 
about several times, so... I kinda love it. 

It’s not the height of media, but damn if I don’t fall 
for it. 


They endeared me to Midori really well too. Her 
strengths and her insecurities are so well defined. 


What you should expect is great value for money. 
If you were the kind of person in the ‘90s who got 
a thing for your birthday, a thing for Christmas, 
and not much else... 

This would keep you occupied, I'm certain. 
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When I was talking about the intricate route map, I 
wasn't exaggerating. 

Routes themselves aren't unfathomably long, you 
could clear one and a bad end in a single play 
session. 

If you're the kind of player who spends 

some time on a single route then takes a break, this 
game could take you months to finish. 


But if you're a binge reader, or if you're a 
completionist, you will burn out. That’s a guarantee. 
L no Kisetsu has to have one of the most detailed 
branching systems of the era it comes from. I can’t 
factually prove that, but... I'm never gonna 100% this 
thing! 

I know my limits. Gimme two days and I'll have 
Little Busters! cleaned up from start to finish, 

but I don’t have the mind for a spider's web of a 
game, especially without modern conveniences to 
help me out. 
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Fact is, you're gonna want a guide. 


This game does some sneaky things depending on 
how you play it, and without knowing what you're 
getting into, you're sure to make things harder for 
yourself. 


I probably should've grabbed one, a guide that is, 
but going into it completely blind was a different 
kind of fun. 

I'm sure there is a guide out there; this was a 
relatively popular game for a time. You'd hope 
there’s an optimized playthrough order for it by 
now. 


If not, good luck! You'll be wanting to play a 
Disney platformer to relax after you've finished 
L no Kisetsu. 


Now.. if you plan on checking it out, and you 
want a slight bit of guidance, here’s a quick 
Taka-given tip! 

..Do it wrong. 

Get a bad end, and then do the complete 
opposite of that on the second playthrough. 


At the very least, you'll end up with a good 
single route completion by the time you're done. 
Then you can dig out the guide. 


Obviously, no game is for everyone. 

Even if L no Kisetsu doesn’t sound like your kind 
of game, I urge you to find and watch the OP 
animation at least. 


It's over 2 minutes of fully animated, TV-style 
animation with great music, impressive CG 
environments that'd put some modern anime to 
shame, and some visual metaphors that are just 
*chef's kiss*. 

Everyone can like that. 


Finally, we return to where we began. 

With all the talking done, we can go back to 
doing what we came here to do: 

appreciate one particular artist’s craft. 


In a SHIBUYA slightly ahead of 2005 
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kill Points 


Article Writer: 
It’s always good to pick up a skill point, and what better way to do so than messing with Visual Novels? Takafumi Sakagami 
Today’s skill point is: Kirikiri Adventure Game. 


: , ' , . : 
I made a game in Japan’s most popular Adventure Game engine, so let’s get a glimpse at the code! Pioataniniina KGAldA games te Ineredily-ample: 


Similar to Ren’Py, Kirikiri makes use of two 
languages (mainly), one built on top of the 
other. In the backend is TJUS2, a more 
traditional scripting language, and up front is 
KAG, a simplified solution for novel writers to 
read and write. 


For most people, for the most part, KAG is all 
you'll really need. It does all the basic novel 
game stuff out of the box. For custom features, 


This is Yoshioka, a game I made in one month back in Well... why do you buy brand-name products over however, you may need to dig a bit deeper. 


2023. It may have released in the modern day, and it unbranded ones? L-Sora pan (continues Flashback 
5 ; fom previous scene 
may look relatively modern, but the framework it 4 


relies upon is based on decades of Visual Novel My goal for Yoshioka is to make a cinematic novel. ‘CBG’ pan 


° L ‘BG05-3 pan BG01-3 Aoi idle 
history. Narration will take a backseat to dialogue and rel heepoyer Bona wal Aaa Jo 
It was made in the Kirikiri2 engine. visuals. I've used other engines, and I know they're 


BG02 blur into BGO1-3 


generally not well-suited to this style. It’s not a R Aol idle, play an snim 
Kirikiri is probably the most-used engine in the entire style I've seen others use often. im 
industry. It was one of two major competing This segment of an early storyboard should give an idea of how 
hobbyist engines during the 00s, was picked up for But it’s a style I've seen used in one particular much motion I was looking to include in the game's presentation. 
professional use many times, and still gets frequent — engine: the engine that Mahoyo and the Tsukihime The incredible thing about KAG is that you 
use today somehow. Remake were built on. In these games, the camera only ever have to write a chunk of code once. 
moves often and uninterrupted, which is exactly You write it once as a “macro”, which you can 
From noughties names like Fate/Stay Night and G- — what I want. insert into a normal script like BBcodes on a 
Senjou no Maou, to the '10s with Fata Morgana and forum. 
the '20s with Da Capo 4, it’s hard to avoid the engine I know that Kirikiri2 can do what I need from an 
as a fan of VNs. engine, and I trust that it'll work. Old reliable. If you wanted to move the position of a 
You've probably booted it up, at least once. character on-screen, instead of programming 
Unfortunately, with the loss of websites and it in TUS every single time, you could simply 
It was the industry standard, for a time, so the ones ___ service providers over the years, a lot of the write it once as a macro named [center] that 
who learned to program by using Kirikiri took that hobbyist efforts to create and share solutions and moves things back to the center of the screen. 
knowledge with them into the future. improvements for other users of the engine have 
There are newer versions of the engine, and even been erased. For more customization, you can add variables. 
some of the popular new VN engines of today still There was once a landscape of aspiring developers Instead of saying “go to the center of the 
incorporate the same scripting language and coding = —the same people who now lead the industry—but screen” you could say “go this far left, this far 
conventions of Kirikiri. very little of it is left. The stories they wrote have down”, such as in the [position] macro. 
mostly survived, but the story behind those stories [position layer=message0 left=334 top=860] 
But my game, Yoshioka, doesn’t use those newer are gone now. 


engines. These macros can be nested inside one 
Yoshioka uses that old Kirikiri2, the thing that Everything written in text will be gone, one day, but another. If you wanted to do a full reset of the 
powered Type-Moon’s games 20 years ago. it certainly lasts longer than memories. So... screen, meaning you want to fade everything 
..Why? Let's write a bit about the process. out and move everything back to a default 
position, you could shove a bunch of [position] 
macros inside a [fade] macro and call the 
combination [cleanup]. 
Now you never have to think about it again! 
Google a fix once, but never more than that. 


NaNoReno - Yoshioka 


tin Find 2023's daily development diary, 


evious one month 


and diaries for all pr dev blog! 


crunch games, over on my game 


kyacchi22.wordpress.com 


This is incredibly useful if you want quick, precise 
control over the screen. I have a macro for each 
singular element on screen. Sprites, backgrounds, 
other images on screen, the textbox, the namebox, 
the dialogue, and so on... 


I then have different combinations of those macros. 


[fadebg] fades out the background, but leaves 
everything else visible. 

[fadebgtext] adds in the textbox. 

[fadebgboxes] adds in the namebox as well. 

[fadeboxes] only hides the textbox and namebox. 

[fadeqm] hides the quickmenu. 


But personally, I prefer to use my [fadeall] macro, 


which allows me to set every single image and menu 
type, whether they're visible or not, and how long it 


takes to fade in or out. It’s an all-at-once solution! 


[fadeall bg="bg01" sp0="character" vs0="true" sp1="overlay" 
vsl="false" vsname="false" 
ystext="false" time="1500"] 


Here, the visibility (vsO) of sp0 is true, so the 
“character” image is being displayed. 

vs1 is false, so sp1 is hidden, as are sp2, the 
namebox and the textbox. 


Everything in the game is controlled like this. 
Playing a voice file is just... 

[voice storage=koe-000018] 

This plays the audio file “koe-000018.wav”. 


I have a bunch of camera motions, pans, zooms, tilts, 


etc... that I've pre-programmed to look how I want 
them to. 


Using [motion_start] I can trigger one of these 


motions on a specified layer, and choose whether it 


plays out in full before dialogue can resume, or 
if dialogue can continue while the motion plays. 
[motion_start layer=0 name="BG Left" wait=false] 


This applies a “move to the left” motion (J named it 


“BG Left”) to layer 0. 


If we use it after the previous code, the ‘character’ 


image on layer 0 will move to the left of the screen. 


When I want it to stop, I type [motion_stop] and 
when I want to reset everything to its original 
position, I use that previously-mentioned [cleanup] 
macro. 


Whenever our heroine Aoi speaks, I throw 
[aoinamebox] before the dialogue. 
[aoinamebox]|Really? Go me!|eol] 

This just changes the color of the textbox and 
namebox to Aoi’s color. 

When another character speaks, I just... 
|mannamebox]You're:** Yoshioka Aoi, right?|eol| 
Now the color has changed to reflect the 
speaker, no programming required! 


Oh, and that [eol] macro, “end of line”, does a 
combination of things like... pause the game until 
the player clicks, mark the line as ‘read’, display 
a ‘click to continue” graphic, and so on... 

Lots of tedious small things you’d want the 
game to do after text has displayed, but you'd 
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The result is a script that basically anyone 
involved in the game's creation can read, even if 


they know nothing about the programming behind 
it. 

This is why KAG was (and still is) so popular as 
a Visual Novel creation tool. The programmers 
can hide all the complicated stuff away in other 
text files, and your main script file can be nice 
and clean and understandable. 


When you factor in the community aspect that I 
mentioned before, someone who has no 
experience with coding or computers can 
download another hobbyist’s kindly-given macro 
setup and use them without needing to know 
how they work. 

And companies with 10 or 20 years of history 
with the engine can continue to use and port 
their macros from older games, minimizing the 
amount of programming required of new titles. 


[macro nane*"np"] 


function is€xistChapter(storage) 
Af (Storages.isExistentStorage(storage) || 
‘Storages.isExistentStorage(storage + *-ks*)) 
return 1; 
return @; 


} 
[endseript] 


nple of a macro that incorp 
ly in conjunction with other 


With newer engines releasing, support for those 
old macros are maintained. Tyranoscript, and to 
a lesser extent, Artemis Engine, have great 
compatibility with this old engine, and moving 
from Kirikiri2 to the newer KirikiriZ is but a few 
clicks of a mouse. 


More importantly, engine design has warped 
around these conveniences to allow creators to 
transfer their skillsets from one engine to the 
next without much training time. 

Hiring is faster, development is faster, so games 
are cheaper to make. 


I took me a day, thereabout, to get to grips with 
Kirikiri. | started from scratch, and I was able to 
painlessly make the game I wanted in a month- 
long game jam with time to spare! 

If that’s not a good sign for a hobbyist engine, I 
don't know what is. 


But if you'd like more detailed notes on the 
game’s development, or you want to see some 
other games I've made in some other engines, 
you can read my development diary posts 
that I publish over on my game development 
blog: Kyacchi22.wordpress.com. 


And if you'd like to give the Kirikiri engine a whirl 
yourself... 


Kagaya Yuki’s guide to KiriKiriZ is an incredible 
starting point that requires no prior setup, but it 
does require an ability to read Japanese or... 
you can just use Google Translate. 


You can find it over at {ykagaya.com) 


Just look for the bit button that says KAG on it 
in the nav bar, and start with the earliest post 
down at the bottom! 


I don't know if modern readers are familiar with this 


title, but once upon a time, this freeware indie game, 


Tsuki no Terasu (or Moonshine in English) was quite 
a well-know game. 


Uns iay ise suites -- lreal piste eembilied teisisd ue gfe en 
Of, heresentence ds ireadrKable, even @sOpISta Pana sE 


A once hopeful, once popular boy finds himself as a 
man, overworked, disabled, and fired. He’s a societal 
outcast, and in desperation to survive, he puts aside 
his wants, abandons his dreams, and begins working 
at whatever place will have him. 


He ends up working at an Onnanoko Club, a club 
staffed by male-born female-presenting girls. 

I'm not sure if this means exclusively trans women, 
or if some working there are casual crossdressers, 
so out of pure lingo ignorance, I'm gonna leave my 
description as vague as possible. 


Anyway! At least one of the girls working there is 
doing so for reasons our protag can immediately 
relate: 


MONEY WILL LET YOU 
CHASE YOUR DREAMS 


This is the story of two outcasts with two very 
different insecurities, and their journey to find a 
place where they can feel loved by those around 
them. 


Now... I was never that person. I was never 
desperate to survive, even in dire straights. I never 
worked a job I hated in the hopes I'd one day get to 
live the life I wanted. I never had dreams to follow. 


Growing up in a coastal town prone to flooding, it 
was important for every kid to learn how to swim. 
It wasn’t uncommon for a reckless teen to injure 
themselves permanently (or worse) while messing 
around in the waters, so in an attempt to prevent 
that, the local sports centre paired up with my 
school in order to teach every child how to survive. 


..1 didn't take them. 

They were mandatory, but I was an unteachable 
brat, and for good reason. 

If you, for whatever reason, weren't able to attend 
those classes, you'd be left behind in the lonely 
computer lab. 


b 


The internet wasn’t cool, or fun, or addictive. It 
was a bundle of government sites, boring books, 
and enthusiast forums, nothing a child would 
care about. 

To the teachers, it sounded like a punishment. 


Other than I, only one person used that lab. A 
girl, the same age as me, a massive fujoshi, 
obsessed with Full Metal Alchemist (the original; 
Brotherhood didn’t exist) and we didn’t get 
along. 

For all intents and purposes, I was a kid alone 
with a computer, and I had internet access. 


The internet was like a forbidden library. I was 
fascinated by learning things no one else spoke 
about. 

Mythologies no one knew, games no one had 
played, and topics no one spoke of. 

Topics that, at the time, at my age, were a 
societal taboo. 


With time, discussions of many of those topics 
have become more open, and information in 
general has become more free-flowing, though 
if I told someone nowadays that my favourite 
manga as a 10-year-old was Kodomo no Jikan, 
they might still raise an eyebrow. 


But I was a stereotypical consumer at the time, 
you know, voracious. As Azuma Hiroki would put 
it, I was one of those database animals, the kind 
that gave rise to Dejiko and Hatsune Miku! 

I'd grown out of it before the big Sonico push, 
thankfully. 


Either way, I was the kind of person who took in 
the traits of media without questioning their 
relation to me, or to a greater story, a bigger 
idea, or even the story's place in society. 

I didn't care what this forbidden library of text 
was made forbidden for, and I didn't care what 
the books inside said; I just wanted to read what 
everyone else was missing out on. 


—_ 


Article Writer: 
Takafumi Sakagami 


So, in 2008, when the English translation of 

Tsuki no Terasu was released... | 
I didn’t understand the greater importance of the 
work, nor did I understand any of the ideas it was 
dancing around. 

What I did know is that I loved it and that Yanagi 
Nagi’s voice was incredible. 

Those things have stuck with me. 


I knew nothing about the economic bubble of 
Japan or the big pop of the '90s that defined a 
generation, nor the working standards expected 
of people at the time. 

I knew nothing about gender issues or even 
questioned the notion of “identity” at all. 

I hadn't even seen Merry Christmas, Mr Lawrence 
yet, a favourite film of the protagonist. 


To say I understood anything about Tsuki no 
Terasu would be an exaggeration. I just liked it 
because it was different. 


I like to think I've matured since then... 

Just ignore the section in ‘What are you Reading?’ 
where I talk about hunting for games with blonde, 
tsundere, “watakushi” using, “desu wa” speaking, 
route-having heroines. 

Okay, maybe that’s a misleading way of writing it. 
I do like to think I've matured, but I'm not sure I 
have. 


What I do know is that, having now replayed Tsuki 
no Terasu for the first time, there were definitely 
other things about it that stuck with me through 
the years, whether I knew it or not. 


In one scene, quite early on, the main heroine 
Mai asks a rather on-the-nose question: 


That’s not a question I've ever asked, but it’s a 
question I've written. It was the very same 
internal dilemma that defined the heroine of 
By Your Side, a short game I made in 2019. 


I've grown enough as a person to at least write 
stories where questions of self-identity are a 
core aspect, so... 1 must've learned something 
from Tsuki no Terasu. 


Nowadays, there are a lot of other things I can 
appreciate. Technical things. 

The layout of the interface. 

The looping method used for the BGM tracks. 
How good some of those tracks are. 

How Mai refers to herself not with 'watashi’ or 
anything of the sort, but by her own name. 
How even mundane, ordinary events can be 
silently hurtful to her. 


At one point, the protagonist reflects upon how 
naive he was as a kid when it came to his first 
girlfriend—he was quick to fall in love and got 
swept away by his emotions—but he’s unable to 
recognize when he’s behaving the exact same 
way in regards to Mai. 


“The UI looks good here; the writing was good 
there.” I can do that. 

What I can’t do is claim I understand Tsuki no 
Terasu. I'm nowhere near as ignorant as I used 


to be, but I still don’t truly get it... and I love that. 


=_— 


Tsuki no Terasu doesn’t sit an audience down and 
preach to them the author's moral code, and its 
goal is not to foster understanding. 

It doesn't want me to be perfect. 

I don’t believe in understanding, I don’t want to be 
understood and I'm immediately distrustful of 
anyone who claims to understand me or anything I 
write. 


What I do want... is acceptance. I want to be 
accepted for who I am. 

When I first read Tsuki no Terasu all those years 
ago, I understood nothing, and I accepted it all into 
my heart because its image was so clear. 

I didn’t know what it had said, but I knew it would 
be important to learn, and I knew I was being 
trusted to think for myself. 


Now I see that what it taught me was acceptance. 


—— tt tt—“(tsN 
I'm a bad person, deep down. I'm harsh, spiteful, 
and disgusted by everyone. I'll judge anyone for 
everything, no matter how minor or hypocritical. 
Many a regular of that early internet I grew up on 
would call that kind of universal disdain for other 
people “equality”, but I call it being an asshole. 


The capacity for evil is within me, there is no 
doubt in my mind. Though I don't believe it, with 
the wrong influence, I may’ve begun hurling insults 
at this world I hate so much, without so much as a 
thought for the people stuck in it with me. 


Reading stories like Tsuki no Terasu as a child, I 

may not have understood them, but I’m not sure I 
was ever meant to. All I know is that it made me a 
better person, and for that, I can only be thankful. 


I don’t want others to be sad, and airing irrational 
thoughts only brings misery to others. 

I want to be who I am, and I want you to be who 
you are. Only I can decide the first, and only you 
can decide the second. 

None of us chose to live in this world I hate so 
much... the least we can do is make it a nice place, 
and help each other find the highlights. 

Tsuki no Terasu was one such highlight of my life. 


IT YET? 


It’s free, it’s short, it’s a classic. Any Visual Novel fans out m must've played it, 
but asking is a formality, so... have you played it? 


= 


The translation for this, back in the day, was part of insani’s alltogether project. 
Of those, Narcissu is the obvious highlight, but I remember liking Tokoyo no 
Hoshizora, (or Red Shift in English) quite a bit too. Weird humor though. 

insane’s stuff was foundational though. If you wanted to play anything with 

some actual story to it, you'd inevitably play a game they had hands in translating. 


I just hope no one was desperate enough to actually destroy parts of their boxed 
copies of Wind —A Breath of Heart- to gain access to the translation patch. 
It was... an experimental time for, anti-piracy measures. 


I'll surely cover both Narcissufand planetarian, one day, so expect more insani 


translations in future: 


HOW DO! 
RIP THEM OFF? 


I don’t know how to make a magazine, but I’m doing it, apparently. 


I've seen magazines before. They have pages, and _I followed this up by looking at the obvious That may not sound like a big deal at first, but 
pretty colors, and a lot of text, but... I don’t know if counterpart, Dengeki Playstation, which I stole suddenly, these pages become reliable pace- 
I've ever internalized page design before. a lot of ideas from. It and Konami Look are the __ setters. 
I've seen magazines, but I've never studied them. two main inspirations I use. Like splitting sentences up into paragraphs, a 
If last month’s piece about character design didn't Poster Page gives an article room to rest before 
make it clear, I'm not the studious type. I wing it. We're not entirely faithful to the methods of old the next one takes over. 

however. With conventional magazines, they're —_In cinema it would be a pillow shot, but here, it’s 
But we're two volumes into C-pia! now, and the rather limited in structure, largely due to what! a poster. 
creation process has been well 'n’ truly nailed down, like to call the Poster Pages. 
so I must've winged it at least well enough to fly. These are adverts or promos, or sometimes just 
So, to inspire those of you who know nothing about random posters, that take up an entire page or 
magazine making (and annoy those of you who do), two, suitable for someone to cut out and stick 
let's detail some of the methods. up on their wall. 


The first thing I did was look at a lot of magazines. But if you intend on readers chopping a page or 

Initially I stuck with magazines I was already pretty two out of your magazine, you want to make 

familiar with. Dengeki G’s, Famitsu and Comptiq, the sure they don’t have to cut out any articles in 

usual. They're the ones I've had to track down in the the process. 

past to find interviews and sales data. No one wants to choose between a cool poster = = 3s 

Weirdly, their style wasn’t what I was thinking of, and an in-tact magazine. @ The fact that I got away with placing this spread in the last issue 

where I did would make any magazine designer of old jealous. 

which is weird considering they're the ones I know 

best... so I looked elsewhere. This means that every Poster Page has to be Actually putting these ideas onto a page involves 
double-sided. You're stuck working in multiples a crucial step: choosing software. 

Totally unrelated, but I got an Xbox over Christmas, of two; if you include one Poster Page, the Any sane person out there would look to make 

an original, so I'd started reading through Famitsu opposite side of the page has to be a Poster PDFs, or focus on vector graphics, but... I like 

Xbox magazine for game recommendations. Page as well. what I know, so I'm using Clip Studio Paint. 

Tenerezza looks fun. It is unfitting of magazine creation in every single 

Color me surprised when the first article I see is an C-pia isn't a physical magazine, so those way: the measurement tools suck, text input is 

advert for Green Green! I didn’t know that game structural limitations are gone. We can include laggy, and I have to move the files into Photoshop 

was supposed to release on Xbox, did you? a poster on any ol’ page without worrying about first a lot of the time... but I know how it all works, 
the flip side. so it’s fast. 

Famitsu had this very text-heavy twin-page style, _If we only need one page to break things up, This is a product of passion, and boy does my 

which I really liked, so this “look elsewhere” we don’t need to worry about making two or passion burn like a cheap candle. My ideas need 

approach was immediately useful. four pages, we only need to make one page. to be out and done as soon as possible. 


We're working with a very large canvas size and very A lot of the heavily upscaled 
high DPI, and therein lies the problem. This is no images, such as the background 
official magazine, we have no source materials, and \i : My) i ’ of the Fate/Stay Night article, 
every game being covered is oooold. The assets | \ VP} are given this very simple 
can get a hold of are low res, which limits what I can 7 a touch-up. 
do with them. b ; 

If you can’t get sharp images, 
In some cases, such as in the background of this , i t ’ just leave things out of focus, 
volume’s L no Kisetsu article, I can simply blur away [= oe : om and you've got some good 
the pixelation from upscaling images so much. backgrounds 


And for in-article screenshots, I choose to use shaders. A more normal person 
would probably just apply an upscaling shader to increase the window size of the 
games they're playing, but that results in a clean, pretty image, as seen above. 


I don't like a clean, pretty image. I mean, have you ever watched an anime at 1080p? 
It grosses me out; where are my compression artifacts!? 

I like my visuals to be small, grainy, and I like it when the colors bleed a bit, so I 
usually just add a slight horizontal blur to my games when I play them. 


For certain games that really don’t scale well, | add a more complicated filter that 
mimics the color bleed of a VHS tape. I just think it’s a neat look. &. 
Out of article screenshots, which you'll see on promo pages and in adverts, are kept | f 
as clean as possible. I'm willing to dirty the image when I'm talking about my 

experience with a game, but not when I'm trying to give a neutral perspective. 


I try to source my assets from official places, first, the old official websites of 
the games I cover, finding them via the wayback machine. 


A lot of images from these old sites, whether they contained transparency or 
not, were saved as .gif files back then, so I've gotta convert them to .pngs in 
Photoshop before adding them into the magazine in Clipstudio Paint. 

Some images, I might have to clean up a bit. 


Other times, I have to dig into the game files. 
This is usually to get game logos for articles and sprites for the contents page. 
For PC games, this is easy. For example, we can look at the Mai sprite from Tsuki no Terasu. 


It’s one image containing the actual drawing, and then a full-black mask to denote which parts of the image are visible. 
We split the two into seperate images, lay them on top of one another, and use Clip Studio Paint’s handy “convert 
brightness to opacity” feature to remove the white background. Then we clip the drawing to the mask. 


This does leave some small white dots around the edge of particularly thin parts of the sprite, so I make sure to clean 
those up slightly. 


A PC game is fine enough, but things get far more complicated when the game I'm covering is a console exclusive. 
Going back to L no Kisetsu, that’s a Playstation game. Considering the game hardly has a VNDB page, it’s not one of those rare PSX games that fans 
have lovingly picked the assets out of. 


So instead, I'm looking at this. 

A snapshot of the game’s memory. 

It may look like a mess, but this is 

all the data on-screen at the 

moment in which the snapshot } rig : \ 
was taken. The font, the icons, the 80 lb et. sae lg 
background, and yes, the character 

sprite. We just need to change a 

few things to make that more clear. 


The further back you go with console games, the harder it gets. 

For the Ys review, I took the logo from an in-game screenshot and cleaned it up, 
apart and put back together, and and for the background art, I took it from a scan of the game’s manual. It’s not 
with a screenshot as our guide, hard to find scans of a game so famous as Ys, but it’s surprisingly hard to find 
we end up with the original sprite! good ones in an ocean of blurry or discolored ones. 


If it were a niche game, I'd be thankful there was a scan of the manual at all, so 
But it's still a jaggy mess of a playstation sprite, with this ugly black ym still very glad Ys has so many. 


border of pixels, so I, uh... increase the size of the black border to 


This jigsaw of data can be picked 


help hide it. . Once the assets have been dropped in, I add some final touches. The fonts are 
I'm too lazy to clean it up properly! then modified to add some ink bleed into them, and we're done! C-pia, complete! 


A Sepia Lens Look at 
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I hate to paint a target on my back, but I wasn't a 
fan of Fate/Stay Night. 

That doesn’t mean I hated it, but... | was a romance 
fan, not an action fan, not an hour-long exposition- 
dump fan. 

I wouldn't have praised the game at all, back then. 


In the years since, I've thought about going back to 
read it again, to see if my opinion on it has changed 
at all. Give it a fair shake. Maybe everything I know 
about the Nasuverse will help keep me interested 
in it. 

But the Tsukihime Remake kinda killed my interest 
in doing that... ER, 

I'm sorry Nasu, I really dislike your style. 

Pew pew, the fandom’s bullets pierced my back. 
That's how he writes! 


But... | am a Fate fan. I've read/played basically 
every entry in the franchise, kept up with 
interviews with the creators over the years, and 
I even have some merch of some of my favourite 
servants. 

I even, miraculously, like one of the Fate stories! 
Any guesses as to which one? The answer will 
disappoint you. 


What enamored me about Fate/Stay Night was 
the concept. It’s such a simple thing: bring 
mythical figures into a modern setting. 

The concept of Fate as a whole has grown 
somewhat over the years, but that core appeal is 
still there, for the most part. It’s a series that 
gets me itching to dig up dusty old books.. 


) Article Writer: 
Takafumi Sakagami 


I enjoyed getting to read hours of Greek 


Mythology whenever a new servant identity was 


revealed. 
I enjoyed getting to read hours of interviews 
whenever a new Fate entry was revealed. 


I remember one day, in my highschool’s cafeteria, 


a friend ran up to me, full of excitement. 
“They did it!” he said. “Shielder's real!” 
Indeed, she didn’t look as edgy as we were 
expecting, but the cancelled Shielder servant 
was being used to promote the newly 
announced Fate/Grand Order. 


This cut servant, a counterpart to Saber, was one of many 
~ ideas cut from F/SN that we dreamed would become real. 
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When that game released, our excitement 
promptly died. Day 1 FGO was rough, but it’s 
a lot better now. It’s like the reverse of Nero; 
the more time passes, the worse they make 
her. Day 1 Nero was incredible, I swear! 


Compared to that, Fate/Zero was a whole 
different experience. Not only was that wiki- 
desiring nature in me revived, but the story I 
was doing it for was actually good! 


That was really the entry that changed the 
franchise, for better or worse. I imagine you'll 
find as many who passionately love it as 
those who passionately hate it. 

As with everything Fate/Stay Night related, 
fan reception largely exists in extremes... 
Baffling when you factor in all the forgettable 
spinoff games. 


The Ufotable adaptations, for all the grievances I 
have against the rampant cutting of Illya’s scenes, 
were really the first time I felt enamored to that 


original Fate/Stay Night story. 


Fate/Zero had an incredible cast, Unlimited Blade 
Works was much more palettable with the bulk of 
the padding removed, Heaven's Feel had some 
amazing fight scenes and a lot of Fuji-nee 
goodness, and as we all know, Emiya Gohan is 
peak; Fate/Stay Night was always meant to be a 
cooking anime. 

The original music made for them is so overlooked. 


You might picture Sakurafish in your mind at this 
obvious bait I'm writing now, but I really do think 
the anime adaptations improved upon the source 
material in multiple meaningful ways. 


But it’s not all good, is it? 


In some regards, the charm of F/SN came from the 
gameification of bad endings and status pages, 
combined with Shirou’s internal narration. 


The status pages where you could check the stats 
of (and read some info about) the cast. 

The endless hunt for bad ends and the comedy 
routines that'd follow them. 

Oh so serious, but oh so cheesy. It knew to be both. 


More than anything, nothing could possibly match 
the sheer amount of exposure you have to the 
plot in Fate/Stay Night's original version. 
Without the hours of time spent sitting in a room, 
talking about urban mysteries, magic systems 
and utterly mundane mutterings, it doesn’t feel 
as important, does it? 


The scene in Heaven's Feel where, after several 
confusing, maddening nights, you find yourself 
face to face with Zouken while Saber fights 
Assassin outside... it just doesn’t hit anywhere 
near as hard in the film adaptation. 


Fate/Stay Nigh 


But those adaptations absolutely improved 
accessibility. Even my mom has seen them! Her 
favourite servant is Gilgamesh, of course. 

Gilles de Rais gets an honorable mention though. 


Some will say that the recently announced 
Steam release is all the accessibility Fate ever 
needed, but how many will still refuse to play it? 
It’s too old, it’s too much reading, it’s too 
expensive, it’s too low effort, the translation 
isn’t perfect, it used to have H-scenes, it no 
longer has H-scenes, and no one can agree on 
where to begin diving into the franchise. 


A lot of excuses, none of which I agree with, but 
they're not wrong; I just don’t agree. 

People will hold onto their preferences for dear 
life. They'll happily spend $70 on a bad AAA 
game, then balk at spending $50 on an incredible 
AA game. “I'll wait for a sale”, they'll say. 

What they value is different to what I value. 


To mention another recent remaster, when 

some look at Persona 3, they see a revolutionary 
game that was cool and unique. 

When I look at Persona 3, I see a tired farewell 
to the Dating Sim RPG trend of the early ‘00s. 
We're both correct. 


There’s a barrier to old games, a barrier to niche 
games, and a barrier to different games. 

That barrier will always exist, and as long as it 
does, the games on the other side may as well 
not exist. Fate/Stay Night may as well not exist. 


As a creator, I have to believe the consumer is 
right. What they choose is infallible because that 
controls the market. 

No matter how good a game, no matter how much 
effort it takes to make, no matter how many 
die-hard fans try to share it around... there'll 
always be a natural limit. 


Bringing it to Steam will no doubt bring in a small 
new audience, and over time, people may be 
convinced to give it a try. 

Some will stop after a single session, not even 
escaping the incredible prologue. 

Some will make it through a route, hit the credits, 
and call it done. 

I'm sure some will quit as soon as Shirou suggests 
Mitsuzuri should be assaulted. 
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I may not be much of a fan of it, but I believe 
everyone should read Fate/Stay Night. 

Alas, not everyone will. Not everyone can. 
Not everyone wants to. 


They won't fully understand why Sakura’s voice 
tugs at my heartstrings. 

They won't fully understand why Taiga is my 
favourite character. 

They won't fully understand why I find Garden of 
Avalon so entertaining. 

And... well, no one will understand why I've posted 
hundreds of Jing Ke FGO videos to Youtube, not 
even me. 

But they get most of it. 


So if I can sit down with someone, boot up 
episode 20 of Unlimited Blade Works, and watch 
them immediately get dragged into Shirou’s inner 
conflict, only to see them stand and cheer when 
he chooses to chase his dumb, insane, ridiculous 
ideals... 

Well, they're getting more out of it than I got out 
of the original novel, so that’s good enough for me. 


Article Writer: 
Takafumi Sakagami 
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A new Mahoutsukai no Yoru PV is out. That’s 
Ufotable’s adaptation of yet another Type-Moon 
novel. 

The music in it immediately brought me back to 
both Ufotable’s start and the beginning of the 
Nasuverse: Kara no Kyoukai. 


Now, Ufotable’s many Kara no Kyoukai films may 
be relatively new, but they're based on a story 


There's a deep sense of nostalgia to it, and given 
the Fate theming of this month's issue, I think 
there’s reason enough to talk about it here. 

As a plus, the heroine Ryougi Shiki's birthday just 
passed, so we can celebrate that as well. 
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It's March, 1995, and Kokutou Mikiya is in love... 
The girl he’s fascinated with, a classmate named 
Ryougi Shiki, is a curiosity for the crazy. 


At times she’s meek and feminine, at others, brash 
and masculine. Sometimes she knows nothing, and 
other times she seems to know it all. 

Sometimes she’s enamored with him, sometimes 
she barely knows him, and sometimes... 
Sometimes, she’s a murderer. 
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A girl, a boy, a murderer, and innocent. Shiki is all 
of the above. She’s everything, and she is nothing. 
Kara no Kyoukai, The Boundary of Emptiness. 

If this contradiction, this balance, sounds 
confusing or like word soup, Kara no Kyoukai 
might not be for you.... But if it gets you excited, 
you're in for a ride. 
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written in the late '90s, and it’s set in the late '90s. 


Key to Kara no Kyoukai is the idea of “origin”. 
Every soul was born out of nothingness, the 
root of existence, and at the moment of their 
birth, a concept is instilled in them. This origin 
guides that soul through its many reincarnations, 
subconsciously giving it certain lifestyle habits. 
Fate/Zero's Kiritsugu repeatedly forms relation— 
ships he'll one day be forced to end, because 
that’s his origin. He can’t help it. 


The important thing to note is that an origin is 
purely subconscious, impossible to notice, 
impossible to alter... But as we all know, 
“impossible” is meaningless in fiction. 

A strange man travels the world, awakening 
people to their origin, and once you become 
aware of it, its control over you moves from 
subconscious to conscious. 

In simple terms, you lose control. 


Mikiya and Shiki work together as part of a 
detective agency focusing on the supernatural. 
A streak of people losing control and going wild 
has been happening recently (I wonder why?) 
and Shiki, murderer that she is, is in charge of 
hunting down and killing the crazies before 
anything bad happens. 

Mikiya’s job is... well, he’s the sane guy in the 
room, usually. He’s also very attractive to crazy 
people, they all seem to adore him, so he’s a 
good danger magnet. 


That's the synopsis basically. A late ‘90s urban 
mystery action thriller thing with intricate 

magic systems, incredible fight scenes, some 

of the best music out there, and a little bit of 
cutesie wootsie romance. 

Imagine the opening of Fate/Stay Night where 
it’s all spooky and mysterious and no one 

knows what's going on, but seven movies of that. 


It has an atmosphere you won't get anywhere 
else and a hype factor that will only appeal to 
weirdoes who adore esoteric philosophy and 

applied buddhist philosophies. 


As you'd expect from the author who brought 

us Tohno Shiki and Emiya Shirou, the characters 
in Kara no Kyoukai are broken. 

They're messed up, they're irrational, they're oh- 
so wrong, and at the same time, everything about 
them is right. 

The stories, all seven of them, justify the cast 
and the gaps in their brain that leave them 
slightly insane. 


In a pre-global communication world, in an urban 
environment, a couple of oddballs tackle 
assignments that don’t rely on logic. 

It's a perfect exaggeration of that timecapsule 
period, where information could travel far, given 
enough time, but knowledge still felt unattainable. 
When the world was still a mystery. 


That sense of mystery is boosted by the films’ 

restrained pace. Heck, there’s a several—minute— 

long scene where a girl quietly eats ice cream 

and it’s one of the greatest scenes in anime ¥ 
history. 

They often communicate so much without 

speaking a word. 


The directing of the fifth film in particular is 
maybe the most cohesive directing I've ever 
seen in an animated film. They make the story 
feel like it was designed for film, which for an 
adaptation of a novel is truly remarkable. 


It’s a film made in the shadow of the philosophical 
concept of taiji. The swirl of black and white, yin 
and yang, female and male, negative and positive, 
the world and the reverse side of the world. 
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It’s a film set in a tall, circular building that is 
split up into two equal halves. 

The setting, this building, is taiji, and it’s designed 
to create an endless loop of repeating events. 


It begins with the female protagonist Shiki’s life, 
then half-way through it switches to the male 
protagonist Mikiya. 

Each hold fragments of scenes you don’t realize 
are incomplete until you see the other side. 

The structure, this switch of protagonists, is taiji. 


They use match-cuts and mirrored shots often. 
When a character opens a door to a building, it'll 
cut to a mirror scene where a door is opened in 
a different place, on a different day. 


Repeating events, repeating actions, repeating 
conversations that complete one another. 
From this world, to the reverse, this style of 
cyclically repeating scenes is taiji. 


The magic being used in this story relies on, as 
I'm sure you can imagine, the taiji. 

The villain’s plan has a bunch of restrictions 
involving balance between two halves, rules he 
can't break. 


The film itself follows the rules of the magic 
system being employed by the big bad enemy. 
The villain’s plan literally warps the presentation 
of the story you're watching. 

So when his plan fails and the rules of the magic 
shatter, all the previous scenes come together 
to complete one another in a grand crescendo. 
It’s genius! 


It's so cohesive, all these disparate elements that 
make up a film are somehow doing the same one 
thing in unison, all in different ways. 


The main metaphor of the film represents the 
villain’s plan. 

That metaphor is the same as the structure, the 
directorial style, the characters, the dialogue, the 
sound effects, the events, the lore, the belief 
system, and the story's main message. 


It's a story about yin and yang, utterly ruled by it. 
I've never seen an anime so focused before. 


One day I'll make a video analysis of it, I’m sure. 
I've waited years for someone else to do it, but 
they never did. 

The success of my Bang Dream! analysis video 
has convinced me that my microphone quality 
isn't so low to offend most peoples’ ears, and 
other people are apparently interested in the 
same weirdly specific things I am, like... 

boring shot transitions, so it might be worth doing. 


“Boring” really is the keyword there. I could’ve 
probably written about aspects of Kara no Kyoukai 
that are more widely appreciated. 

The introspective examination of Ryougi Shiki’s 
identity is incredible. 

The blossoming romance between the two main 
characters is adorable. 

The drama is fascinating, as is the character writing 
for the episodic villains. 

The fight scenes are beautiful, I mean, it is Ufotable. 
The music was composed by Kajiura Yuki, so you 
know it’s good. 

And boy is the setting dripping with nostalgia. 


But if you sit me down to chat about these films, 
one thing will always come to my mind first: 

The meticulous directing that takes full advantage 
of the medium, animation & sound, to redefine 
and enhance the original material. 


Good adaptations are rare. 

Anime that make use of the medium are rare. 

A seven film release format is rare. 

To me, Kara no Kyoukai is a very rare thing indeed. 
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Back in the 2000s, Visual Novels were often made 
into anime series. 

They usually weren't very good, in all honesty, but 
they were unique and they were common. Think of 
it like isekai to the modern anime seasons. 


I loved romance, but not manga, and Light Novels 
at the time were equally pretentious and infrequent. 
That left me with two kinds of romance anime: 
originals and VN adaptations. 


It's been over 10 years since that period ended. 
Mashiroiro Symphony was the last of them, for me. 
The one with those iconic Izumi Tsubasu designs. 
Every year since, I've missed it. We do sometimes 
get a decent romance show, but it’s never been 
quite the same. Manga and LNs don’t do it for me. 
Have you ever wondered where the style went? 


The fact is, that style of storytelling still exists, in 
a way. It’s just... not talked about very much. 

Yes, a fragment of that VN identity still remains 
in one weirdly specific sub-industry: the animated 
fantasy romance film industry. 

I don’t quite know why or how, but let’s just blame 
Shinkai Makoto, for simplicity’s sake. 


The thing that VN adaptations invariably have to 
tackle is the thing that makes many VNs unique: 
they have routes. 

That usually gets lost in the adaptation process, 
unless it’s one of those good ones that runs with 
an omnibus format, but the impact of routes is 
always obvious. You can always feel the game-like 
nature. 

But what are routes, when you remove game 
mechanics from the explanation? 

They are possibilities. Alternate timelines. Different 
worlds. 

That's right. The route-influenced romance anime 
have found their place in the realms of sci-fi. 


Hello World is one such film. With character 
designs that'll make any K—-On! fan happy, and a 
spinoff series that'll scratch your desire for an 
adult-focused slice of life show, Hello World 
brings a lot to like. 


In a futuristic town, cameras and sensors begin 
recording every event that happens, in order to 
create an infallible database of history for the 
local museum and library. 


One citizen of this town, Katagaki Naomi, has an 


encounter with a man who claims to be his 
future self. He’s travelled back in time to 
prevent an accident that left his first love, a girl 
named Ruri, in a coma. 


Guided by his future selfs knowledge of events, 
Naomi begins walking the Ruri route, the two 
hoping to avert the Bad End. But as the story 
progresses, the motivations of the two boys 
begin to clash, and if that wasn’t bad enough, 
the town’s monitoring system steps in to 
correct a crucial flaw in its databanks: 

there are two versions of Naomi. 


The idea of a character reaching a bad end, then 
travelling back in time to avert that dreadful fate, 
isn't new. What makes it noteworthy to me, is 
that 50% of the film is a great romance route. 

If you somehow don't fall in love with both 
protagonist and heroine, you've got a colder 
heart than I. 
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But Hello World has two fatal flaws that may kill 
some peoples’ interest in watching it: 

Firstly, it’s CG animated. I think it looks good, 
but some people really hate 3D. 

Secondly, it’s mostly about school kids, with only 
the spinoff Another World going into adult life. 


Still, there’s a lot to like about Hello World, from 
the wholesome school-life romance to the 
amazingly artistic visuals whenever the sci-fi tries 
to take over. 

If nothing else, watch it for the character designs. 
I mean, just look at Ruri. 
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If you're looking for something fully 2D, or you 
want to see a romance that lasts a lifetime, 
we've another option for you, coming right up! 


So, these two films, Hello World and Boku ga Ai 
Shita Subete no Kimi e, are my two picks for 
modern takes on this route-influenced 
storytelling, but they're far from the only ones, 
and that’s not the only way of continuing 

the legacy of old bishoujo games. 


Boku ga Ai Shita Subete no Kimi e, or To Every Yo! 
I've Loved Before, is an adaptation of a weird Light 
Novel series. It is one of two films about the life of 
one boy, Takasaki Koyomi, who at one point in his 
childhood, swaps places with a version of himself 
living in a different timeline. 

This has a profound impact on his life, and though 
the two begin with the same childhood, their lives 
branch from one another quite drastically. 


What follows are the decades of their lives. 
University, work, retirement, a full lifespan. 

It’s quite a unique take on romance, and it uses 
this large timespan to question our memories 
and our sense of identity. 


Having jumped routes once before, our two 
characters are unstable. 

Their presence fluctuates, their memories have 
tiny inconsistencies, and the idea of a singular 
clearly-defined route gets lost. 

Weirdly, the choices made along the way become 
so much more important. 


As I hinted at earlier, Shinkai’s films are 
basically just Visual Novel stories to me, from 
the way they're structured to the types of 
characters present in them. 


But it’s here, in BokuAi, where the good stuff is. 
It’s a normal highschool day for Koyomi when a 
classmate he’s never spoken to begins acting 
weirdly friendly with him. 

She then turns her attention to a watch-like device 
on her wrist and realizes that she’s no longer in the 
world she grew up in. She comes from a world 
where Koyomi and her were dating. 


They have none of the influence of routes, and the 
sci-fi gets swapped out with magical folklore, but 

I'd still say he’s the genre’s most important 
remaining bit of living legacy who,for better or worse, 
has maintained the exact same style of storytelling 
in the years since. 

His films may all be the same, but at least you 

know what to expect from them! 


In a lot of ways, it’s a shame we can’t get a 
good, straightforward romance flick nowadays 
without magic or sci-fi getting in the way, but 
How do you write a romance route when the sometimes, just sometimes, there's something 
main cast could swap routes at any moment? to like about it. 

It’s an interesting idea... 

But even if that kind of sci-fi questioning isn’t to Though I'm sad that a style of anime has been 
your taste, it’s still one of the rare portrayals of lost, that doesn't mean the same feeling can’t 


Unsure whether this is truthful or a weird prank, adulthood romance in anime, so that alone be recaptured by something similar. 
Koyomi keeps an eye on the quirky girl, Kazune, makes it worth checking out, I'd say. 
until the day she swaps back with her other self. And hey, if I’m ever truly desperate, I can boot 
In the process, of course, he falls in love. We've got a pair of nerdy science-types getting up an episode of Mashiroiro Symphony and 
excited about invention and being recklessly marvel at the director's ballsy decision to make 
So, what exactly is this movie? Another highscool — youthful in and out of the office. Great stuff! HER the main heroine. We all know the one. 
romance flick with some sci-fi sprinkled in? But the film this is a partner to... maybe avoid 
No, not quite. watching that one. I was glad, they chose the best girl... but sometimes, 


after seeing the obvious main girl get absolutely 
ignored, happily thinking “the character I like might 
have a chance for once!”, | stop, remember what 
the fanbase wants most, and wonder... 


How did they get away with this!? Who let the 
anime adaptation choose THIS way of resolving 
things? 

That's something these spiritual successors will 
always lack. 


You'll never be disappointed that they chose the 
wrong girl, and once in a blue moon, you'll never 
be surprised that they chose the right one. 


THANKS FOR READING! 
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